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SPECIFICATIONS 


(1) GAME NAME 

(2) CONTROL 
® JOYSTICK 
© BUTTONS 

(3) TYPE OF PCB 

(4) BOARD 
MEASUREMENT ' 

(5) EDGE CONNECTOR 

(6) MONITOR 

2 . /jfe 


DRAGON SABER 
2 PLAYER INTERACTIVE 
8 WAY JOYSTICK x 1 (EACH PLAYER) 
ATTACK x 1, BOMBER x 1 (EACH PLAYER) 
SYSTEM II 

310 x 340 m/m (VIDEO P.C. BOARD) 

310 x 370 m/m (CPU P.C. BOARD) 

JAMMA STANDARD (56 PIN, 3 . 9 6m/mPITCH ) 
VERTICAL 
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(3) TEST-MODE 


Make daily self-test as you check your car before driving. 
This PCB has its own self-test function to be made by the 
Test Switch. 

(D SELF-TEST 

Self-Test will be computed in a few seconds. 

When no problem is found, there comes out Game screen. 


When the following is shown. 
33 TIP ********* 

EXIT = IP BUTTON 


o Push IP select button to get "Game screen 
o Make the Game option setting again. 


(2) TEST-MODE 

(a) Make the Test switch ON at the game screen, to get 
"Game option Screen" in Test mode, (refer next page) 


(b) Press the Service Switch on the "Game Option Screen", 

there comes out "Switch Test", "Sound Test", "Cross Hatch 
Pattern", "Color Test", five kinds of Test screens. 

After finishing the test, meke the Test Switch "OFF". 

Then, .you can return to the game screen from any of the 
above test screens. 


(4) Change setting of play-pricing 

The play-pricing and etc. will be changed by Game Option 
Screen . 

All items shown in red on the Screen can be changed. 

(b) Operate the joystick -'UP" or "DOWN" then changable items 
(in red) turns fromNo.l to No . 7 in regular sequence, 
(after No . 7 , number returns to No.l) 

(c) More the joystick left or right to change items. 

(d) Change as per Game Option Setting List. 

(e) When all setting was finished, press the service Switch 
and advance the next test screen. 

Make the Test Switch "OFF", to get Game screen. 
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OPTION 


(D COIN 1 


© COIN 2 


® ATTRACT 
SOUND 


© CABINET 
TYPE 


EXTENDED 

BONUS 

PLAYER 



— 

GAME 

OPTIONS 


CO INI 

1 COIN 

T © 


1 CREDIT 

1 

C0IN2 

1 COIN 

1 © 


1 CREDIT 

1 

ATTRACT 

SOUND ON 

© 

TYPE 

B 

© 

* FLIP 

OFF 

© 

LEFT 

3 

© 

LIFE 

1 

© 

EXTEND 

B 

© 

RANK 

L. „ 

B 

/ 

© 

GAME OPTION SCREEN 


OPTION 

SETTING 

(► FACTORY SETTING) 


SETTING 


1 ~ 9 


COIN 

CREDIT 


COIN 

CREDIT 


SOUND ON 
►SOUND OFF 


► B ( TYPE B ) 


© SCREEN ►OFF 

INVERSION 0 N 


© NUMBER OF 

PLAYER I 2 

► 3 


© NUMBER OF ► 1 
LIVES 2 

4 




© GAME A 

DIFFICULTY ► B 

v 

D 



50,000 
100, 000 
200, 000 
NOTHING 


EASY 

STANDARD 

HARD 

VERY HARD 






















^ • PC Board Instruction 
(1) Option Switch 

Test mode to be obtained by making Option Switch No 1 "ON" 

Otherwise^ S make SVfigTw! ^ '»• 


OPTION 


OPTION SWITCH 


SETTING 


BOLD: ' FACTORY SETTING 


TEST MODE 


GAME MODE OFF 
TEST MODE 0 N 


OFF 


(2) Volume 

At the time of shipp i- rQp 

ng, volume is already ...... W 

set up properly. ..•"'OFF ^ ON"'-.. 

Don't touch it / I - 1 

unless there is qJJ 2 

any incovenience . CZ— 3 

C*i 4 ’ 


(D Sound Volume 

Sound is louder 
when turning clockwise 


Balance Knob (BAL) 

Adjust sound 
volume in case of 
stereo. For use of 
monaural speaker 
no sound comes out 
if you turn the 
knob at "R" posit- 
ion. The center 
position is the 
best . 


VOLUME 


SOUND VOLLME 




•L R + +' 

O Ov 


TRBL BASS 


(□) 


(Dob! 


© Bass / Trbl 

Knobs for sound 
volume adjusting. 
By adjusting these 
knobs get prefer 
sound effect. 

The center positi- 
on is the best. 


C P U - P C Board 
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EDGE CONNECTOR 


5 . 

J100 56 P JAMMA CONNECTOR 3.9 6-rm/m pitch 
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ftf^nEicia 

IHTHofc 

+ 5 V ±5% Pi ft 

4 . 8 A Pi± 

+ 1 2 V ± 5 % Pi Pi 

l . 0 A Pi± 


SOLDER SIDE 

JAMMA' 

COMPONENTS SIDE 

G N D' 

A 

i 

GN D 

G N D 

B 

' 2 

G N D 

‘ + 5 V 

C 

3 

+ 5 V 

+ 5 V 

D 

4 

+ 5 V 

' 

E 

5 


+ 1 2 V 

y 

F 

6 

+ 1 2 V 

POST 

H 

7 

POST 

COIN COUNTER 2 

J 

8 

‘ COIN COUNTER 1 


K 

9 

•.COIN LOCKOUT 1 

SOUND OUT ( - ) 

L 

10 

SOUND OUT (+) 


M 

‘ 11 


VIDEO GREEN 

N 

12 

VIDEO RED 

VIDEO SYNC 

P 

13 

VIDEO BLUE 


R 

14 

VIDEO G N D 


S 

15 

TEST SWITCH 

COIN 2 

T 

16 

COIN 1 

2P SELECT 

U 

17 

IP SELECT 

2P CONTROL UP 

V ! 

18 

IP CONTROL UP 

2P DOWN 

W 

19 

IP DOWN 

2P LEFT 

X 

20 

IP LEFT 

2P RIGHT 

Y 

21 

IP RIGHT 

2P PUSH1 

Z 

22 

IP PUSH1 

2P PUSH2 

a 

23 

IP PUSH2 


b 

24 



c 

25 



d 

26 


G N D 

e 

27 

G N D 

G N D 

f 

28 

G N D 
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(2) GAME SCREEN 
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SETTING FOR STEREO CABINET 


(1) STEREO / MONO SETTING 


STEREO 


*o 


JUMPER PART 




J P 1 
MONO 


STEREO 



J P 1 
MONO 


MONO SETTING STEREO SETTING 


PC Board in stereo setting, set to the "MONO" cabinet, sound 
effect only LEFT. Then change setting to MONO 


(2) SPEAKER WIRING. 

56P edge connector, #10 and #L, of 
P.C. Board are sound out for LEFT 
speaker. 

RIGHT speaker uses 48P edge connector 
#A1 and #B1, refer right chart. 


J 103 48 P edge CONNECTOR 


SOLDER 


PARTS 

RIGHR(-) 

A 1 

B 1 

RIGHT ( + ) 

H/P (R) 

A 2 

B 2 

H/P (L) 


A 3 

B 3 

H/P GND 


A 4 

B 4 


"" 



L— 


A 24 

B 24 



*H/P = Head Phone receiver 


HEAD PHONE 

48P edge connector (J103) #A,2 , 
out and GND pin. 

Sound volume on the P.C. board 
head phone volume control. 


B2 , and B3 are head phone sound 
doesn't effect to adjust for 



L o 
GND o 
R o 


-Vv- 


-'W- 


300-500 Q 


_f 

TWIN VOLUME 


HEAD PHONE VOLUME CIRCUIT! 


48P( J103 ) 

48P (J103) Edge connector: TATEISHI ELEC. XA2D-4801 
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